
Come Inside... 


Welcome to the Sword 8^ Sorcery Insider 

Combining all the best elements of a product catalog and a quarterly special-interest 
magazine, the Insider is your source for articles and insights on your favorite Sword Sorcery 
Studios games, as well as news on upcoming releases. 

Not only that — it’s totally free! 

It’s Fall Already? 

.. .Actually, we’re just heading into summer as I write this, but the leaves will be changing 
color by the time you read it. A new era of d20 will have begun, with the release of the 3.5 
editions of the PHB, DMG and MM. Sword Sorcery Studios remains at the forefront of the 
d20 market, with Scarred Lands, Ravenloft and Warcraft going 3.5—as well as select titles 
from Malhavoc Press and Necromancer Games. Plus, October sees the launch of another 
d20-friendly line, the perennial sci-fi RPG favorite, Gamma World! 
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Monte Cook’s Arcana Unearthed: 
The Diamond Throne 


Wizards of the Coast, Dungeons & Dragons, D&D, Ravenloft and Gamma World are 
registered trademarks of Wizards of the Coast, Inc. and are used by White Wolf under 
license. The d20 logo and "d20 System" are registered trademarks of Wizards of the 
Coast, Inc., a subsidiary of Hasbro, Inc. and are used with permission. 

Blizzard Entertainment and Warcraft are trademarks or registered trademarks of 
Blizzard Entertainment in the U.S. and/or other countries, used under license. All rights 
reserved. Page 5 is © 2003 Blizzard Entertainment. 

EverQuest is a registered trademark and It's Your World Now is a trademark of Sony 
Computer Entertainment America Inc. SOEandSOE logo are trademarks of Sony Online 
Entertainment Inc. Page 9 is © 2003 Sony Computer Entertainment America Inc. 
Arthaus, Scarred Lands, Sword and Sorcery and the Sword and Sorcery logo are 
trademarks of White Wolf Publishing, Inc. All rights reserved. 

Malhavoc Press is a trademark owned by Monte J. Cook. All rights reserved. 
Necromancer Games is a trademark of Necromancer Games, Inc. All rights reserved. 
All other titles are trademarks of, and all other characters, names, places and text 
herein are copyrighted by White Wolf Publishing, Inc. 

The mention of or reference to any company or product in these pages is not a 
challenge to the trademark or copyright concerned. 

Designation of Product Identity: The following items in this publication are hereby 
designated as Product Identity in accordance with Section 1(e) of the Open Game 
License, version 1.0: All content except that text noted explicitly in the Open Game 
Content designation below, and except such elements that already appear in the d20 
System Reference Document and are already OGC by virtue of appearing there. The 
above Product Identity is not Open Game Content. 

Designation of Open Game Content: Subject to the Product Identity designation above, 
the text under "Junqle Troll Racial Traits* (paqe 5); under "Bleak Crow" from 'Tiny 
Magical Beast" to the italicized text immediately before the "Description" header and 
under the "Combat" section (page 6); and the feat descriptions after the descriptive 
paraqraph under "Alyeetth Kassuk Style" (paqe 7) are desiqnated as Open Game 
Content, excluding capitalized names, names of artifacts, characters, countries, crea¬ 
tures, geographicTocations, gods, monsters, historic events, magic items, organizations, 
spells, ana rituals, and may only be used in accordance with tne Open Game License. 
OPEN GAME LICENSE Version 1.0 

The following text is the property of Wizards of the Coast, Inc. and is Copyright 2000 
Wizards of the Coast, Inc ("Wizards"). All Rights Reserved. 

1. Definitions: (a)"Contributors" means the copyright and/or trademark owners who 
have contributed Open Game Content; (b)"Derivative Material" means copyriqhted 
material including derivative works and translations (including into other computer 
languages), potation, modification, correction, addition, extension, upgrade, improve¬ 
ment, compilation abridgment or other form in which an existing work may be recast, 
transformed or adapted' (c) "Distribute" means to reproduce, license, rent, lease, sell, 
broadcast, publicly display, transmit or otherwise distribute; (a) "Open Game Content" 
means the game mechanic and includes the methods, procedures, processes and 
routines to tne extent such content does not embody the Product Identity and is an 
enhancement over the prior art and any additional content clearly identified as Open 
Game Content by the Contributor, and means any work covered by this License, 
including translations and derivative works under copyright law, but specifically 
excludes Product Identity, (e) "Product Identity" means product and product line names, 
logos and identifying marks including trade dress; artifacts; creatures, characters; 
stories, storylines, plots, thematic elements, dialogue, incidents, language, artwork, 
symbols, designs, depictions, likenesses, formats, poses, concepts, themes and graphic, 
photoqraphic and other visual or audio representations; names and descriptions of 
characters, spells, enchantments, personalities, teams, personas, likenesses and special 
abilities; places, locations, environments, creatures, equipment, maqical or supernatural 
abilities or effects, logos, symbols, or graphic designs; and any other trademark or 
registered trademark clearly identified as Product identity by the owner of the Product 
Identity, and which specifically excludes the Open Game Content; (f) "Trademark" 
means the logos, names, mark, sign, motto, designs that are used by a Contributor to 
identify itself or its products or the associated products contributed to the Open Game 
License by the Contributor (g) "Use", "Used" or "Using" means to use, distribute, copy, 
edit, format, modify, translate and otherwise create Derivative Material of Open Game 
Content, (h) "You" or "Your" means the licensee in terms of this agreement. 

2. The License: This License applies to any Open Game Content that contains a notice 
indicating that the Open Game Content may only be Used under and in terms of this 
License. You must affix such a notice to any Open Game Content thatyou use. No terms 
may be added to or subtracted from this License except as described by the License 
itself. No other terms or conditions may be applied to any Open Game Content 
distributed using this License. 

3. Offer and Acceptance: By using the Open Game Content you indicate your 
acceptance of the terms of this License. 

4. Grant and Consideration: In consideration for agreeing to use this License, the 
Contributors grant You a perpetual, worldwide, royalty-free, non-exclusive license 
with the exact terms of this License to Use, the Open Game Content. 

5. Representation of Authority to Contribute: If You are contributing original material 
as Open Game Content, You represent that Your Contributions are Your original 
creation and/or You have sufficient rights to grant the rights conveyed by this License. 

6. Notice of License Copyright: You must update the COPYRIGHT NOTICE portion of 
this License to include the exact text of the COPYRIGHT NOTICE of any Open Game 
Content You are copying, modifying or distributing, and You must add the title, the 
copyright date, ana the copyright holder's name to the COPYRIGHT NOTICE of any 
original Open Game Content you Distribute. 

7. Use of Product Identity: You agree not to Use any Product Identity, including as an 
indication as to compatibility, except as expressly licensed in another, independent 
Agreement with the owner of each element of that Product Identity. You agree not to 
indicate compatibility or co-adaptability with any Trademark in conjunction with a 
work containing Open Game Content except as expressly licensed in another, 
independent Agreement with the owner of such Trademark. The use of any Product 
Identity in Open Game Content does not constitute a challenge to the ownership of that 
Product Identity. The owner of any Product Identity used in Open Game Content shall 
retain all rights, title and interest in and to that Product Identity. 

8. Identification: If you distribute Open Game Content you must clearly indicate which 
portions of the work that you are distributing are Open Game Content. 

9. Updating the License: Wizards or its designated Agents may publish updated 
versions of this License. You may use any authorized version of this License to copy, 
modify and distribute any Open Game Content originally distributed under any 
version of this License. 

10. Copy of this License: You MUST include a copy of this License with every copy of 
the Open Game Content You Distribute. 

11. Use of Contributor Credits: You may not market or advertise the Open Game 
Content using the name of any Contributor unless you have written permission from 
the Contributor to do so. 

12. Inability to Comply: If it is impossible for You to comply with any of the terms of this 
License with respect to some or all of the Open Game Content due to statute, judicial order, 
or governmental regulation then You may not Use any Open Game Material so affected. 

13. Termination: This License will terminate automatically if You fail to comply with all 
terms herein and fail to cure such breach within 30 days of becoming aware of the 
breach. All sublicenses shall survive the termination of this License. 

14. Reformation: If any provision of this License is held to be unenforceable, such 
provision shall be reformed only to the extent necessary to make it enforceable. 

15. COPYRIGHT NOTICE 

Open Game License v 1.0 Copyright 2000, Wizards of the Coast, Inc. 

System Reference Document Copyright 2000-2003, Wizards of the Coast, Inc.; 
Authors Jonathan Tweet, Monte Cook, Skip Williams, based on original material by 
E. Gary Gygax and Dave Arneson. 

Alliance & Horde Compendium Copyright 2003, Blizzard Entertainment. 

Vigil Watch: Secrets of the Asaatthi Copyright 2003, White Wolf Publishing, Inc. 
Creature Collection III: Savage Bestiary Copyright 2003, White Wolf Publishing, Inc. 























Apocalypse Now 




by Bruce Baugh, 
Gamma World Developer 


A NEW EDITIGN OF THE CLASSIC GAMMA WORLD CAMPAIGN SETTING 

LAUNCHES THIS OCTOBER, 


Gamma World 
Player's Handbook 
Page 1 3 


Gamma World has been 
part of the roleplaying 
game scene almost as long 
as I have! Metamorphosis 
Alpha — a game in which 
characters trapped on a 
giant out-of-control space¬ 
ship investigate the myster¬ 
ies of their environment — 
debuted in 1976. Two 
years later, the first edition 
of Gamma World ap¬ 
peared, set on a future 
Earth that suffered the ter¬ 
rible calamities hinted at in 
Metamorphosis Alpha's 
backstory. It was a small 
game, but exuberant, with 
weird mutants, killer robots 
and a strong sense that 
absolutely anything might 
be around the corner. 
There've been half a dozen 
successive editions since 
then, each changing rules 
and settings in various 
ways. Now it's Sword & 
Sorcery Studios' turn. 

The biggest difference 
with our take on Gamma 
World is a move away 
from fearsome atomic ra¬ 
diation as the source of 
mutations and other 
troubles. Instead, biotech¬ 
nology and nanotechnology 
are the sources of change. 


Fun as '50s monster mov¬ 
ies and superhero comics 
are, being exposed to hard 
radiation gives you cancer 
a lot more often than it 
gives you super-powers. 

Engineered living organ¬ 
isms, on the other hand, 
are viable in the rea 


world. Extrapolating from 
there, they become the 
perfect catalyst for the 
game, making it possible 
to build superior tools, liv¬ 
ing and inanimate, and 
opening the gateway to 
true artificial intelligence 
and to the manipulation of 
matter atom by atom. 
People can reshape them¬ 
selves and their descen¬ 
dants. They can also try to 
interfere with what others 
are up to — and interfere 
they do. After an age of sci¬ 
ence-fictional marvels, it all 
blows up in the Final Wars. 

Enter your characters, 
three generations later, in 
a world transformed by 
war and by all the un¬ 
planned consequences of 
so much tinkering. 

Living in the Gamma Age 
is a lot like living in a new 
age of mythology. New 
species and unique crea- 
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tures — from the organic 
to the synthetic — roam the 
landscape. For instance, 
self-aware technology, 
dubbed "soultech," is com¬ 
mon, creating a whole new 
dynamic for dealing with 
technology. Individuals and 
communities possess spe¬ 
cial gifts and vulnerabilities 
of their own. The world is a 
mystery, and survival re¬ 
quires constant effort. 

From the start, we 
wanted Gamma World to 
peal to fans new and 
Long-time fans of the 
setting will find many old 
favorites updated, plus 
some surprises. Newcom¬ 
ers can enjoy the exciting 
setting even if they've 
never played previous edi¬ 
tions. We've drawn on real 
science and real specula¬ 
tion about future possibili¬ 
ties, as well as on our pre¬ 
decessors' hard work in 
gaming, with the goal of 
making a dramatic and fun 
campaign setting. 

Th e sidebar on geno¬ 
types and the following 
page on soultech give you 
a glimpse of what to ex¬ 
pect in this edition of 
Gamma World. Enjoy! 
















Gamma Wdrld 
and d2D 

The Gamma World 

campaign setting uses the 
d20 Modern rules. It's an 
excellent fit, given the flex¬ 
ibility of d20M character 
classes and rules. We es¬ 
tablished new occupations 
and classes so that char¬ 
acters can be the next gen¬ 
eration of epic heroes: 
warriors, scholars, explor¬ 
ers, leaders and adventur¬ 
ers of all kinds. It was easy 
to add new special talents 
for the setting, along with 
all kinds of new technol¬ 
ogy. We also include new 
rules for dealing with com¬ 
munities, to make leader¬ 
ship more comprehensible 
and more interesting. And 
we expanded the Gamma 
World tradition of rules for 
investigating unknown 
technology into a system 
that covers social phenom¬ 
ena like the behavior and 
taboos of strangers. 

And if you don't have 
ready access to d20 Mod¬ 
ern, there's an appendix 
with conversion notes for 
using the new 3.5 Player's 
Handbook. 
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Genotypes 

There are feilir gendtypes, dr “races,” 

□ pen td Gamma Wdrld player characters 
(PCs). Stdck humans are the descendants 

□ F THE SURVIVDRS DF THE FINAL WARS, WHD 
HAVE LIVED, BRED AND PROSPERED IN THE AF¬ 
TERMATH df Armageddon. Pure-strain hu¬ 
mans HAVE MANAGED TD SHIELD THEMSELVES 
FRDM THE SDCIAL, ENVIRONMENTAL AND BI □“ 
LDGICAL RAVAGES DF THE FINAL WARS. MU¬ 
TANTS ARE THE VAST DIVERSITY DF “HUMAN¬ 
LIKE” BEINGS THAT ROAM THE GAMMA WDRLD, 
THOUGH AS OFTEN AS NDT THEY ARE THE PROD¬ 
UCT (OR DESCENDANTS) DF INTENTIDNAL DE¬ 
SIGN RATHER THAN RAN D □ M MUTATION. FI¬ 
NALLY, BY THE END DF THE FINAL WARS HU¬ 
MANITY HAD GONE BEYOND EVEN CUSTOMIZING 
LIFE TD CREATE IT OUT DF WHOLE CLOTH. SYN¬ 
THETICS INCLUDE EVERYTHING FROM ARMORED 
ROBOTS TO PASSABLY HUMAN ANDROIDS AND 
EVEN HYBRIDS OF MAN AND MACHINE. 

Pre-Campaign Development 

A CHARACTER’S ABILITY SCORES, GENOTYPE, 
AND OCCUPATION CAN BE THOUGHT OF AS A 
FOUNDATION, UPON WHICH THE STRUCTURE 
OF THE CHARACTER IS BUILT. THIS CONSTRUC¬ 
TION CONTINUES FDR AS LONG AS THE CHAR¬ 
ACTER IS PLAYED. 

Gamma World heroes start the game as 

3 R D "LEVEL CHARACTERS. EACH LEVEL DF A 
STARTING CHARACTER REPRESENTS A STAGE 
IN THAT CHARACTER’S LIFE. FOR SOME CHAR¬ 
ACTERS, 1 ST LEVEL MIGHT HAVE LASTED A DE¬ 
CADE AS THE CHARACTER HERDED CATTLE AND 
THE BIGGEST CHALLENGES HE FACED WERE 
STRAY CALVES. ANOTHER CHARACTER MIGHT 
HAVE DEFEND HER HERD AGAINST MONSTROUS 

MUTANT WOLVES AND BANDITS - OR MON" 

STROUS MUTANT WOLF BANDITS! - MDVING 

RAPIDLY FROM ONE CHARACTER LEVEL, AND 
LIFE STAGE, TO THE NEXT. 

Gamma World Player's Handbook is available this October. Mutants and 
Machines , a sourcebook of organic and manufactured foes suitable for any 
d20 game, releases in November Out of the Vaults , a collection of weapons, 
gadgets and other technology is scheduled for December 
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Spotlight on: 

Soultech 

A special pieriew ff□ m Ifie f□ (Ihc□ ming 

Gamma World Player's Handbook. 


Convincing a self-aware item to 
work is often a difficult process. It is 
not a matter of pushing buttons. The 
item pushes its own buttons... as 
long as it understands what you want 
and is willing to let you have it. 

Deciphering a soultech device is 
a mix of insight and interrogation, 
experimentation and negotiation. 
To reflect this, the person attempt¬ 
ing the analysis may choose one 
of his three mental abilities — In¬ 
telligence, Wisdom, Charisma — to 
use as his skill bonus. The analysis 
check is usually DC 20, plus any bo¬ 
nus the soultech item has to the 
same attribute. 

Getting every bit of functionality 
out of a soultech item is akin to 
peeling an onion. It has 1 layer per 
point of the highest mental ability 
bonus + 1 for every 2 points 
(rounded up) in the other two men¬ 
tal abilities. Removing each layer 


requires a separate check. The item 
comes fully under the character’s 
control when all layers are re¬ 
moved. Removing the outermost 
layers unlocks the device’s simplest 
functions; each successive layer 
opens further functionality. Alterna¬ 
tively, if there are few functions, un¬ 
locking layers can make the device 
increasingly user-friendly. 

The First Encounter 
The first analysis of a soultech de¬ 
vice is the most important. It is at 
this point that the mind of the ma¬ 
chine forms its impression of the 
being who attempts to wield it. The 
cliche that “you never get a second 
chance to make a first impression” 
is especially true when applied to 
soultech. Failure by more than 10 on 
the first analysis check makes all 
other checks more difficult; for each 
point over 10 that the roll fails, add 
1 to the DC of all subsequent checks 
relating to that soultech device. 

Recalcitrant Machines 
Soultech is complex, and it exists 
in a world very different from the 
one it was programmed for. Basic 
safety and override routines are of¬ 
ten activated spuriously, and many 
devices have evolved very broad in¬ 
terpretations of their primary pro¬ 
gramming. They’ve had generations 
to look for loopholes, after all. As a 
consequence, a gun might decide 
that the charging rakox it is being 
aimed at is an “endangered species” 
and so cannot be shot — and, no, 
this has nothing to do with the fact 
the gun haven’t been cleaned in 
days, why do you ask? Teaching 
tools to think was perhaps the least 
wise decision humanity made. 


To reflect this, the GM makes a DC 
20 functionality check if a device be¬ 
ing used is not yet analyzed through 
every layer. Add 1 to the d20 roll for 
each unanalyzed complexity layer. If 
the check succeeds, the device balks 
for reasons of its own. This can be 
roleplayed, or the GM may simply 
note “The readout screen is scrolling 
some red icons you don’t under¬ 
stand, and the gun isn’t firing.” 

Example: Janus of Three Hills Vil¬ 
lage has spent some time dealing 
with his greatest treasure: a self- 
aware plasma pistol (class MX-QR3), 
which he has learned to call “Max. " 
Janus and Max can “talk” when Max 
is held, thanks to a dermal telepathic 
link. Their conversations are both en¬ 
lightening and confusing. Janus of¬ 
ten thinks Max is laughing at him. 
Max has Int 12, Wis 14, Cha 10, for 
a total of 3 analysis layers (2 from 
Wis 14 and +1/2 from Int 12, which 
rounds up to 3.) Janus has managed 
to open one layer, enough that the 
gun lets him fire it. 

One day, a pack of Baddar bandits 
attacks Janus. He draws Max and be¬ 
gins firing. Max's recalcitrance bonus 
is +2, for the two unanalyzed layers. 
The GM roils 19 + 2 = 21, and Max 
balks. The GM explains that fragments 
ofmiiitaiy uniforms the Baddars wear 
are in Max 's “Allied Forces ” database, 
and Max won't fire on them until it 
(Max) is more comfortable with Janus' 
authority (i.e., until more analysis lay¬ 
ers have been removed). Janus uses 
some curses Max taught him, and 
draws his sword. At least the sword 
never talks back. 
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Ask Not., _ _ „ _ „ 

For Whom the Bell Trolls..: 


by E. Deirdre Brooks, 

Warcraft RPG co-developer 


Manual of Monsters and Alliance & Horde Compendium 

bring trolls — and a lot more — to the Warcraft RPG 


One of the questions 
we’ve heard most often re¬ 
garding the new Warcraft 
RPG is “why aren’t you us¬ 
ing a mana-based spell 
system?” I won’t answer 
that here. Another one is, 
“why aren’t trolls in the 
core rules?” The answer to 
that is: “Because we just 
didn’t have room!” 

We always planned on in¬ 
cluding trolls — and other 
races like blood elves, 
gnomes and naga — as a 
PC race option. Trolls are es¬ 


pecially interesting, consid¬ 
ering that they’re not the 
long-nosed, rubbery, wart- 
covered critters you may 
be used to from the Mon¬ 
ster Manual. 

You’ll find complete rules 
on trolls as monsters in the 
Manual of Monsters and 
trolls as player characters 
in the Alliance & Horde 
Compendium. Manual of 
Monsters is just what 
you’d think — a monster 
book full of almost every 
creature from the Warcraft 


computer games, de¬ 
signed for 3.5 rules. Alli¬ 
ance & Horde is all about 
expanded campaign op¬ 
tions — new prestige 
classes, new spells and, of 
course, new races. 

Which brings us back to 
our pal, the troll. The excerpt 
below is just a sampling of 
the new stuff you can look 
forward to in our next 
couple of Warcraft RPG 
supplements. And just wait 
till you see what we have 
planned for next year.... 


Troll, Jungle 

Description: Jungle trolls are wily humanoids who live in 
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Manual of Monsters 
page 12 


Affiliation: Horde. They have no specific hatred of the Alii- 


Azeroth’s wilderness. Their society is tribal and regimented. Each 
tribe includes a chieftain, who is either the most powerful warrior 
in the tribe or the most accomplished witch doctor, and leads his 
soldiers in raids against other creatures. Each tribe has at least one 
witch doctor who assists the chieftain with advice and spells. Trolls 
are adept hunters and daring adversaries. 

Trolls are evil and dangerous creatures, with the exception of 
the Darkspear tribe. During the Horde’s exodus to Kalimdor, the 
ores rescued the Darkspears from the mysterious Sea Witch. The 
resulting relationship with the noble ores and tauren is changing 
the Darkspear trolls’ savage nature. Darkspears have no qualms 
slaying their vile brethren. 

Appearance: Trolls are monstrous in appearance. Skin color var¬ 
ies based on subspecies; jungle troll hides are light blue to dark 
gray. They have pointed, almost elflike ears, long noses and elon- 


ance races, but they are loyal foremost to the Horde. The Allied 
races do not trust the trolls at all, especially after suffering at the 
hands of forest trolls in the Second War. 

Jungle Troll Racial Traits 

• +4 Strength, +4 Con, -2 Int, -2 Cha. Jungle trolls are a 
strong and hardy race, but are suspicious of outsiders. 

• Medium: As Medium creatures, jungle trolls have no 
special bonuses or penalties due to their size. 

• Jungle troll base land speed is 30 feet. 

• Fast Heal (Ex): Jungle trolls recover 1 hit point per round. 

• Automatic Languages: Common and Low Common. 

• Bonus Languages: Goblin, Ore, Taur-ahe. 

• Favored Class: Barbarian. 

• Level Adjustment: +1. Due to their physical might, trolls 


gated, sharp faces. Troll teeth are myriad and pointed. They are tall are somewhat more powerful yet gain character levels more 

and wiry, averaging 7 feet in height and weighing 220 pounds. slowly than most of the other races common to Azeroth. 
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Manual of Monsters is available this October, and Alliance & Horde Compendium is scheduled for December. 
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Creatare Collection III 

Att monsters great and smalt popatate tf)e next installment 

of tt)e fan-favorite Creatare Collection series 


by Anthony Pryor, 

Scarred Lands co-developer 


Following in the footsteps of its two 
popular predecessors — Creature Col¬ 
lection Revised and last year’s ENnie 
award-winning Creature Collection II: 
Dark Menagerie — Creature Collec¬ 
tion III: Savage Bestiary offers a new 
and deadly assortment of creatures who 
populate such dangerous regions as the 
desert, jungle, ocean and plains. The 
monsters have descriptions for use in the 
Scarred Lands, focusing on the wild 
realms of Termana and the ancient su¬ 
percontinent of Asherak. Still, like the 
previous Creature Collections, these 
scores of creatures can be used in any 
d20 campaign you like. 

Like previous volumes in the series, 
Creature Collection III is the result of 
a unique partnership between Sword 
Sorcery Studios and d20 Game Mas¬ 
ters and players. We chose submissions 
through an open call on the SSS web 
site from places as diverse as the United 
States, Germany, Australia, Poland, and 
Hong Kong. These fans got to add their 
own monster ideas to one of the most 
successful d20 settings available. 

Not only are 
the monsters in 
Creature Col¬ 
lection III very 
diverse, they’re 
also fully com¬ 
patible with the 
3.5 revised 
rules. To whet 
your appetite, 
check out the 
deceptively 
small and inof¬ 
fensive creature 
known as the 
bleak crow. 



Bleak Crow 

Tiny Magical Beast 
Hit Dice: 2dl0 (11 hp) 

Initiative: +4 

Speed: 10 ft. (2 squares), fly 40 ft. (average) 

Armor Class: 18 (+2 size, +4 Dex, +2 natural), touch 16, flat-footed 14 

Base Attack/Grapple: +2 / -12 
Attack: Claw +8 melee (1 d3-4) 

Full Attack: 2 claws +8 melee (ld3-4) 

Space/Reach: 2-1 /2 ft. / 0 ft. 

Special Attacks: Steal soul 

Special Qualities: Animate corpse puppet, bolster corpse puppet, damage 
reduction 5/silver, darkvision, spiritual link, spell resistance 12 
Saves: Fort +3, Ref+ 10, Will +2 

Abilities: Str 3, Dex 19, Con 10, Int 10, Wis 14, Cha 10 
Skills: Hide +12, Listen +7, Move Silently +10, Spot +7 
Feats: Weapon Finesse (claw) 

Environment: Any land 

Organization: Solitary or team (1 bleak crow and 1 corpse puppet) 

Challenge Rating: 1 

Treasure: None 

Alignment: Usually neutral evil 

Advancement: 3-7 HD (Tiny); 8-10 HD (Small) 

Level Adjustment: — 

The bird looks like a large, white-feathered crow or raven. Its pale feathers 
have a soft, almost luminescent look to them. 

Description 

This fell creature can capture the souls of dying creatures, a service it often 
performs for titans or evil gods. The body of an individual whose soul is 
thus captured rises as a zombie-like undead under the crow’s control. 

Combat 

Bleak crows are poor fighters and only attack if a creature whose soul 
they covet is close to death. They prefer to let their corpse puppets do 
the fighting and flee if assaulted. 

Steal Soul (Su): As a standard action, a bleak crow can capture the soul 
of a sentient creature who is dying or has been dead no more than one 
hour. The bleak crow must make a Will check with a DC equal to the 
target’s total character level or Hit Dice. The victim cannot be raised or 
resurrected until its soul is released, whether because the crow does so 
voluntarily or is slain, or with the use of a limited wish or similar magic. 
Animate Corpse Puppet (Su): The captured soul’s body animates as a 
corpse puppet under the bleak crow’s control. It is an undead creature 
with stats and abilities identical to a zombie but with bonus hit points 
equal to the victim’s character level or Hit Dice. 

Bolster Corpse Puppet (Su): A bleak crow can dispel turning and bolster 
undead on its corpse puppet as if the crow was an evil cleric of level 
equal to its Hit Dice. 

Spiritual Link (Su): The corpse puppet shares the bleak crow’s damage 
reduction and magic resistance through a spiritual link. 

Skills: A bleak crow has a +4 racial bonus on Listen and Spot checks. 
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Creature Collection III: Savage Bestiary is available this December. 
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Technique Feats 

The asaatthi warrior schools 
hearken back to the foundation 
of Asaii Tthul, the Asaatthi Em¬ 
pire, back in the Second Age. 
The schools’ time-honored 
techniques push the boundary 
between physical skill and ar¬ 
cane power, and have contrib¬ 
uted to asaatthis’ reputation as 
powerful warrior-wizards. 

Alyeetth Kassuk Style 

Though conceived as a defen¬ 
sive form, alyeetth kassuk — 
“the sword that is not” —works 
through subterfuge and decep¬ 
tion. “Strike first and strike last” 
is the motto of its students, 
while masters of the art prefer 
the more elegant “strike but 
once.” A skilled swordsman re¬ 
lies on his weapon skills. By re¬ 
moving that foundation, a prac¬ 
titioner of this style renders her 
foe vulnerable and learns to 
avoid the same pitfall herself. 



I created the mysterious and malevolent asaatthi for the Creature Collection 
back in 2000. They grew from a melange of influences: feudal Japanese and 
Chinese culture and legend, ancient Egyptian society and mythology, a dash of 
Elric, fond memories of a friend’s old fantasy campaign, and a desire to make a 
more challenging — and enduring — reptilian foe than, say, lizardfolk. Those 
sneaky spellcasting serpents have lurked in the shadows of the Scarred Lands 
ever since, awaiting their moment to strike. 

They get their chance with Vigil Watch: Secrets of the Asaatthi. Authors 
Werner Hager, Ben Lam and Will Timmins infuse the serpentfolk with a depth 
and richness that goes beyond my initial thought of “wouldn’t it be cool to have 
warrior-wizard snake dudes?” In fact, it’s packed with so much — history, cul¬ 
ture, new feats, spells, prestige classes and rules for playing them as PCs — that 
we made the whole book bigger than we’d planned. 

You’ll see the serpentfolk in all their glory this October. Till then, here’s a 
preview of some of the setting flavor and rules crunch you can look forward to: 


This is a Lie 
[Asaatth Technique] 

You have learned to deceive 
through your fighting style. 

Prerequisites: Int 13, Combat 
Expertise, Improved Feint, base 
attack bonus +5. 

Benefit: You can make a Bluff ched< 
to feint in combat as a free action. 
This is an extraordinary ability. 

My Lie is Strong 
[Asaatth Technique] 

You have focused your skill at 
feinting to the point of flawless 
execution. 

Prerequisites: Int 13, Bluff 6 ranks, 
This is a Lie, base attack bonus +5. 

Benefit: You count your Bluff 
rank as doubled when making a 
Bluff check to feint in combat. 
This is an extraordinary ability. 

False is the Blademaster 
[Asaatth Technique] 

Each style teaches the stu¬ 
dent to look at her surround¬ 


ings in a particular way. By 
understanding where your 
opponents focus their atten¬ 
tion, you can stay in their 
blind spot. 

Prerequisites: Int 13, Bluff 
6 ranks, This is a Lie, base at¬ 
tack bonus +7. 

Benefit: You disappear from 
perception, not just from view. 
Only your weapon remains 
visible. All attacks against you 
suffer a 50% miss chance un¬ 
less an opponent has true see¬ 
ing or a similar effect. You are 
not invisible per se, and spells 
such as invisibility purge do 
not dispel this technique. This 
is a mind-altering supernatu¬ 
ral effect. 

Special: Maintaining this 
technique requires a success¬ 
ful Bluff check to feint against 
your opponent, determined at 
the start of each round you 
wish to maintain the effect. It 
applies against multiple foes. 


Vigil Watch: Secrets of the Asaatthi releases this October. 









Ravenloft Player’s handbook 

In the wake of the 3.5 revision to the PM 3 , JDMG and MM comes the update to Ravenloft 

by Jackie Cassada and Nicky Rea, 
Ravenloft co-developers 


Welcome to the Land of 
Mists. Welcome to the 
crucible of virtue and the 
spoils of damnation. 
Welcome to the Realm of 
Dread. 

Welcome to Ravenloft, and 
to the new Ravenloft 
Player’s Handbook. With 
the release of Wizards of the 
Coast’s Player's Handbook, 
Edition 3.5, we though hard 
about whether it was neces¬ 
sary to update the Ravenloft 
Campaign Setting. Certainly, 
revising the d20 rules to 
keep pace with the 3.5 edi¬ 
tion was a factor. And we’ve 
just released the 3.5-com¬ 
patible Ravenloft Dungeon 
Master’s Guide. But, just as 
importantly — if not most 
importantly — we felt that it 
was time to refine and fur¬ 
ther explore the campaign 
setting as a whole. 

So, this October, the 
Ravenloft Player’s Hand' 
book replaces the popular 
Ravenloft Campaign Set' 
ting. It contains a wealth of 
useful information for play¬ 
ers and DMs. It has new in¬ 
formation and expanded 
guidelines for creating char¬ 
acters and adventuring in 
the Dread Realms. Each 
character class has been 
given a new look that 
makes it uniquely suited to 
Ravenloft. 



Just as any other class , 
fighters may become 
corrupt through gaining 
too much power. It is ail 
too easy for someone 
who offers a physical 
solution — often a 
violent solution — to 
most problems to lose 
sight of a greater 
purpose. Instead , he may 
indulge in glorying in 
gore for its own sake. If a 
fighter uses force in most 
situations , especially 
force far exceeding the 
threat offered , he may be 
on the road to 
corruption. It is one thing 
to turn to violence once 
diplomacy and stealth 
have failed , but rushing 
into combat first or 
relishing pounding 
lesser threats into the 
ground may call for a 
powers check at the 

DM’s option. 

— from Chapter Two: 
Player Characters, Ravenloft 
Player’s Handbook 



A fresh look at the core 
classes and the addition of 
exciting new prestige 
classes are only a few of the 
goodies contained in this 
book. We’ve revisited skills 
and feats, and we’ve 
looked closely at spells and 
how they also differ in the 
Land of Mists. We discuss 
some of the most feared 
monsters of the Dread 
Realm along with ways to 
hunt them and survive. 

Take a tour of the Realms 
or find out more about 
Gothic fantasy. Explore ways 
to protect your character 
from the Dark Powers’ 
temptations and discover 
the telltale signs along the 
path of corruption. Find out 
how a land’s cultural level af¬ 
fects the magic and technol¬ 
ogy of its people. And dis¬ 
cover a new dimension in 
Ravenloft — the Masques. 

More than just an update 
from 3rd Edition to 3.5, the 
Ravenloft Player’s Hand' 
book is a completely fresh 
take on the setting. Your 
Ravenloft campaign will 
never be the same. 

Ravenloft Player's 
Handbook , compatible with 
3.5 rules , releases this 
October. Ravenloft 
Dungeon Master's Guide , 
also 3.5 compatible , is 
available now. 



















by Stewart Wieck, EverQuest: Role-Playing Game Developer 


To the 

Moon 


Why have source material on Luclin when 

EverQuest ’s world of Norrath is so large? 


There was some hubbub on 
the forums at EQrpg.com 
about the decision to release 
a pair of books about the moon 
Luclin before two of the conti¬ 
nents (Kunark and Velious) of 
the planet Norrath were even 
touched. Fortunately, we have 
good reasons, so in addition 
to sharing a peek at some of 
Ludin’s exciting content, I’ll 
share our rationale. 

First, the argument is a mis¬ 
statement. We have released 
information about Kunark and 
Velious for EQrpg. Both the 
EverQuest RPG Player’s Hand¬ 
book and the EverQuest RPG 
Game Master’s Guide contain 
descriptions of the regions of 
those continents. Plus, Mon¬ 
sters of Norrath indudes a host 
of monsters from each locale. 

Second, EverQuest online’s 
release “Shadows of Luclin” 


hit stores about the time writ¬ 
ing assignments were final¬ 
ized for the EverQuest RPG 
Player’s Handbook. We had 

access to Luclin on a beta 
server, we just didn’t know it 
well enough at the time to put 
it in the core book. As a re¬ 
sult, we wanted to make sure 
it got covered before too 
much time passed. 

Finally, there was a lot con¬ 
tent relating to Luclin. The only 
way we could relate it to the 
rest of the already enormous 
world was in a separate book. 

After all, the online content 
has become ever more pol¬ 
ished with each expansion, 
The cohesiveness of Kunark’s 
content far outstripped the 
sometimes jumbled original 
continents of Antonica and 
Fawyder. Velious upped the 
ante again. With Luclin, EQ 


Online brought together a 
myriad of plotlines left dangling 
since the game first launched. 

Some players decry how 
these plotlines were resolved 
because they did not seem 
natural extensions of the sto¬ 
ries as originally introduced— 
but, goodness, give the online 
game’s designers a break! 
They’re a large group of di¬ 
verse individuals creating a 
huge world on deadline. It’s 
inevitable that lines get 
crossed, especially back before 
EQwasguaranteed survival, let 
alone mega-hit status. 

It’s a rich world and a great 
stoiy, moreso with the addition 
of Luclin. And when good story 
is involved, Sword &. Sorcery 
Studioes cannot ignore it. So 
for some insight on just what 
to expect from Luclin, take a 
peek at the enclosed excerpt. 
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The Shissar 


The rise on Norrath of the shissar snake-folk did not escape the goddess Luclin’s notice. The shissar became arrogant 
as their empire grew; they became convinced that their power rivaled the gods themselves. The gods visited a curse on 
the shissar, in the form of a deadly green mist that caused the snake-folk to sicken and die. Punished for their presump¬ 
tion, the shissar faced destruction. A handful of survivors found a way to escape from Norrath, fleeing to Luclin’s moon. 
Most of their power was lost, and the few snake-people who remained were a fearful, superstitious and paranoid lot. 
Luclin thought long about their fate, but at length allowed them to stay in the region known as the Grey. 

The common folk on Norrath believed that the shissar were gone forever, driven to extinction by the vengeance of the 
gods. The iksar, enslaved by the wicked snake-people, rejoiced and emerged to become one of the greatest races of 
Norrath. Memory of the shissar faded until they became creatures of myth. No one knew that the shissar lived on, lurking 
in their last lair on the moon of Luclin, still served by the descendants of their iksar slaves. 

The surviving shissar began construction of a new temple and covered the Grey with a vast dome of magical force that drew 
all air from the region to the temple. Safe from the scourge of the greenmist, the shissar began to settle into their new home.... 


Luclin is scheduled to hit shelves in early October , followed by Monsters of Luclin at the end of the month. 
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The mysterious alabasts, marooned on this world for centuries, hail from 
a dimension unimaginably distant and command powers few understand.... 

Slassan are horrible amalgams of spider and serpent haunting the 
shadows — the legacy of a now-dead race that personified evil.... 

The mage priest makes pacts with gods and demons, using their names 
to fuel his magic. 

This is the world of The Diamond Throne, a high-fantasy realm like no 
other. This is a land where giants rule, where the legacies of a shattered 
kingdom of evil are everywhere and magic can tame dragons with some¬ 
thing as simple as a name. 

This November, Malhavoc Press releases The Diamond Throne, a 96-page 
follow-up to Monte Cook’s Arcana Unearthed. This sourcebook details 
monsters, magic items, and prestige classes that go along with Arcana Un¬ 
earthed, and provides an overview of a completely compatible setting. 

All this source material is compatible with the d20 rules, so players can use 
this sourcebook any way they like. 


Get Published and Earn $1.000! 


To celebrate the release of 
Monte Cook’s Arcana Un¬ 
earthed and The Diamond 
Throne, Malhavoc Press is spon¬ 
soring a contest open to all fans. 
To win, all you have to do is to 
create a character — something 
that’s already a lot of fun, right? 

• First prize earns you a freelance 
contract of $1,000.00 to publish 
your character! 

• Second prize gets your char¬ 
acter published, and an 
autographed copy of Legacy of 
the Dragons: An Arcana Un¬ 
earthed Bestiary! 

In order for your character to 
qualify, you must abide by the fol¬ 
lowing criteria: 

1. You must create the charac¬ 
ter using the rules — races, 
classes, feats, spells, and so on 
— found in Monte Cook’s 
Arcana Unearthed. The charac¬ 


ter stats must be correct, and 
your entry must include all 
the information on the 

Arcana Unearthed character 
sheet (found on page 250 of 
the book). 

2. The character’s back¬ 
ground must be compatible 
with the setting provided by 

The Diamond Throne. 

3. Your entry must be 
typed in English and fit onto 
no more than two single¬ 
sided typed pages. At the 
top of each page, you must 
include your name, com¬ 
plete mailing address, and 
email address. No cover let¬ 
ter is necessary, but incom¬ 
plete entries will be disquali¬ 
fied. Entrants under the age 
of 18 must include the name 
and phone number of their 
parent or legal guardian. 


Send your entries to: 

Arcana Unearthed Contest 

c/o White Wolf Publishing, 
Inc. 

1554 Litton Drive 

Stone Mountain, GA 30083 

Entries must arrive at that 
address no later than Decem¬ 
ber 31, 2003. 

All entries become the 
property of Malhavoc Press. 

Limit one entry per person. 

Characters will be judged on 
both the use of game statis¬ 
tics and the originality and 
writing of the character’s 
background. 

The first-prize winner’s char¬ 
acter and the 10 second-prize 
winners’ characters will ap¬ 
pear either in an upcoming 
Malhavoc Press product or on 
montecook.com. 


For complete official contest rules, please visit http://www.montecook.com/contest.html. 
















City State of the^ 

Invincible Overlord The return of the classic 

by Bill Webb, Necromancer Games Judges Guild campaign setting! 


A long time ago in a junior high 
school far, far, away, I received a 
package in the mail containing a 
little orange book and a big map. 
The year was 1977, and that im¬ 
possibly large and detailed map 
and little orange book contained 
the text of the first real city ever 
designed for D8JD. 

As I paged through the 64 half 
pages of text, I realized... Oh, my 
God! This thing has all the shops 
detailed and even the goods and 
prices of items that you could buy! 
Before this, our city adventures 
consisted primarily of “I go to 
town and buy some plate mail”, 
and “What does the bartender tell 
us about local dungeons?” This 
package changed everything. It al¬ 
tered the playing field of fantasy 
roleplaying forever. 

The booklet was The City State 
of the Invincible Overlord. No 
other fantasy city setting com¬ 
pares to the classic feel and con¬ 
tent of this book (well, Haven 
came close). Now, after 26 years, 
Necromancer Games is pleased to 
announce the return of this cam¬ 
paign setting masterpiece. 

Is it famous? An Internet search 
gave 31,000 results for Tomb of 
Horrors, 81,000 results for all of 
Greyhawk, and 77,000 results for 
the City State of the Invincible 
Overlord 1 Even after 26 years it 
remains one of the best-known 
and most beloved settings! 

We took pains making sure that 
the clarity and quality of our work 


altered none of the original con¬ 
tent. Revised by ENnie Award¬ 
winning author Patrick Lawinger 
and the rest of the Necromancer 
team, this book is guaranteed to 
be the most detailed, complete, 
and useful city supplement in the 
revised 3rd Edition rules. Bob 
Bledsaw, the original creator of the 
Judges Guild, was involved at ev¬ 
ery step to ensure that we were 
true to the original. 



The new City State of the Invin¬ 
cible Overlord captures the feel of 
the package that arrived in my mail¬ 
box those many years ago, and has 
the benefit of the latest rules and 
design available in the 21 st century! 

The City State is a vast city with 
shops and services that simply 
can’t be found elsewhere. It con¬ 
tains hundreds of NPCs, shops, tav¬ 
erns, adventure links — and of 
course, plots and intrigue! Over 
350 locations are detailed but with 
plenty of room to add more or to 


change existing elements. It is des¬ 
ignated as a lawful evil city, so most 
individuals are out for themselves 
and are content to stay out of other 
people’s problems. While laws are 
strictly enforced, they require that 
someone bear witness to a crime. 
More often than not, witnesses 
simply don’t “see anything.” As 
with travel through the untamed 
wilds, the goal here is survival. 

The City State thrives on trade and 
mercantile activity, so there is an 
ebb and flow of all types of individu¬ 
als. Trolls, ores and even ogres are 
seen on the streets; many have their 
own homes and some even have 
positions of esteem and respect 
within the government. Anyone 
with an item to trade or a service to 
provide is allowed into the City 
State, so long as they follow the 
many labyrinth laws — or at least 
don’t get caught breaking them. 
Appendices describe generic NPCs 
and dozens of new magic items, 
monsters and gods. 

To make this product truly com¬ 
plete, we added the dungeons 
from the original Wraith Overlord. 
This collection of 10 dungeon lo¬ 
cations beneath the relative calm 
of the City State is a deadly battle¬ 
ground for many temple factions 
as well as for the Assassin’s Guild, 
Thieves’ Guild, and Amazons who 
work directly for the Overlord. 
Hey, it wouldn’t be Necromancer 
if it didn’t include a dungeon! 

City State of the Invincible 
Overlord releases this December. 





























Player's 
Guideto 
Rangers and 
Rogues™ 

The Vigilant & the 
Villainous 

The enigmatic ranger and 
the silent rogue are masters 
of the hunt, whether after a 
hated enemy or in pursuit of 
profit. Their subtle abilities, whether used for 
ends noble or foul (or something in between), 
are often indispensable. 

The Way of Stealth and 

Shadow 

Th is is the fourth sourcebook in the essential 
Player's Guide Series from Sword & Sorcery 
Studios™, detailing the strengths and abilities 
of rangers and rogues. 

This Player's Guide is published under the Open Game 
License and is 100% compatible with revised 3rd Edition 
rules and the d20 System. 

ISBN: 1 -58846-147-5 Stock #: 8309 

Retail Price: $23.95 U.S. Page Count: 144 

Authors: James Maliszewski, Rhiannon Louve, 
and more. 

Developer: Joseph D. Carriker, Jr. 

Artists: SSS staff 



sword and sorcery 
October releases 


Vigil Watch: 
Secrets of the 
Asaatthi 


•TM 


Feared Warriors of 
the Arcane 

Cold. Cunning. Masters of sword 
and spell. Such words describe 
the serpent-folk known as the 
asaatthi, yet still little is known of 
their ancient history, their rich 
culture, their once-influential role 
in the world... and their plans for the future. 

The Children of Mormo Gather 

The second volume in the Vigil Watch series for the 
Scarred Lands™, this sourcebook explores the myste¬ 
rious asaatthi race — their creation in the Epoch of 
Mormo, the rise and fall of theircultureand their future 
goals. Also discover tips for using these serpent-folk in 
any d20 campaign, from the creatures' lairs and 
tactics to unique magic and prestige classes. 

Sword & Sorcery books are published under the 
Open Game License and are 100% compatible with 
revised 3rd Edition rules and the D20 System. 

ISBN: 1-58846-143-2 Stock #: 8335 

Retail Price: $21.95 U.S. Page Count: 128 

Authors: Kevin Kulp, Ben Lam and Will Timmins 
Developers: Andrew Bates 
and Joseph D. Carriker, Jr. 

Artists: SSS staff 
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Ravenloft® 

Player's 
Handbook 

Step into the 
Darkness 

Explore the Lands beyond the 
Mists, a world only hinted at in 
nightmares. Vampires stalk the 
night without fear of retribution. 

Shapeshifters rule their subjects 
with iron claw and blooded fang. 

The walking dead prey upon the living for their own 
mysterious ends. These are the realms of Ravenloft, a 
place like no other, where terror reigns supreme. Only 
the bravest of heroes dare risk eternal night to bring 
hope to the fearful populace. 

Everything You Need to Be a 

Hero 

This core rulebook completely updates the popular 
Ravenloft® setting, making it fully compatible with 
revised 3rd Edition rules. It has a wealth of vital 
information on everything from basic character classes, 
skills, feats and spells to the many lands, people and 
monsters hidden within the Mists. Hardcover. 

Ravenloft books are published under license with 
Wizards of the Coast and are 100% compatible with 
revised 3rd Edition rules and the d20 System. 

ISBN: 1-58846-091-6 Stock #: 15005 

Retail Price: $34.95 U.S. Page Count: 256 

Authors: SSS staff 

Developers: Jackie Cassada and Nicky Rea 
Artists: SSS staff 
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Cry Havoc 

When Armies 
March... 

Of all the events that can affect a 
campaign, war is perhaps the most 
complex and deadly. It also proves 
a boon to GMs and players alike, 
who find new adventures, in¬ 
trigues, and opportunities on the 
battlefield. When armies march, 
nations tremble and heroes come 
to the fore. 

The Essential d20 Guide 

to War 

Following the model of the popular event book 
Requiem for a God™, 3rd Edition co-designer Skip 
Williams brings you Cry Havoc. This book examines 
all aspects of war in a d20 fantasy setting: From its 
political causes to grand strategy; from battlefield 
maneuvering to raising armies; from prolonged sieges 
to lightning commando raids. And of course, Cry 
Havoc includes a host of new spells, feats, items, and 
prestige classes. 

Sword & Sorcery books are published under the 

Open Game License and are 100% compatible 
with revised 3rd Edition rules and the d20 System. 

ISBN: 1 -58846-023-1 Stock #: 16122 

Retail Price: $21.95 U.S. Page Count: 136 

Author: Skip Williams 
Artist: SSS staff 



Luclin™ 

Journey to the 
Moon 

The goddess Luclin has lifted the 
veil that hid her moon. Granted 
access to this wondrous lunar 
world, the races of Norrath en¬ 
counter the legacy of the Combine 
Empire that once united Norrath; 
face the awesome power of the 
shissar race who dared challenge 
the gods themselves; and discover 
the fate of the cat people of Odus whose enti re city was 
teleported from Norrath to Luclin. And even greater 
mysteries of lunar civilizations native to Luclin await 
those bold enough to face them. 

And Maybe Never Return 

Luclin discusses the moon of Norrath in detail, 
including its peoples and cities, its dangers, dark 
secrets and treasures. This 224-page hardcover 
sourcebook contains an entire new campaign world 
for GMs and players to add to their fantasy game. 

EverQuest: Role-Playing Game books are 
published under the Open Game License. 

ISBN: 1 -58846-066-5 Stock #: 16512 

Retail Price: $29.95 U.S. Page Count: 224 

Author: Anthony Pryor with Ester Ann Sauter 
Developers: Stewart Wieck 
and Scott Holden-Jones 
Cover Artist: Keith Parkinson 
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Manual of 
Monsters™ 

Here Be 
Dragons... and 
Demons... and 
Zombies! 


"5 


* 


p ..C+'iT * . £ 




From the merciless Burning Le¬ 
gion to the five draconic broods, 
from the undead Scourge to the 
savage centaur, the world of 
Azeroth is rife with malevolent 
creatures. Manual of Monsters takes the many mon¬ 
sters and allies from the hugely popular series of 
Warcraft real-time strategy computer games and 
translates them for Dungeons & Dragons® Warcraft® 
the Roleplaying Game. 

From Computer Screen 
toGM Screen 

This core rulebook has all the game statistics re¬ 
quired to put over 200 Warcraft creatures in conflict 
with your player characters. Each monster features a 
complete description and background - much of it 
previously unknown, even to players of the RTS 
games! Hardcover. 

Sword & Sorcery books are published under the Open 
Game License and are 100% compatible with revised 
3rd Edition rules and the D20 System. 

ISBN: 1-58846-070-3 Stock #: 17201 

Retail Price: $29.95 U.S. Page Count: 192 

Authors: Bob Fitch, Chris Metzen, Will Timmins and more. 
Developers: E. Deirdre Brooks and Mike Johnstone 
Cover Artist: Samwise Didier 
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October releases 


Gamma 
World® 
Player's 
Handbook 

Up From the Ruins 

The Final Wars destroyed civi¬ 
lization, and the world became 
the domain of savages and mon¬ 
sters. Competing forces battle 
for control of the shattered re¬ 
mains, using everything from strong fists and cold 
steel to the most advanced science of the old world 
and mysterious new powers of the mind. 

Discover a New World 

Welcome to a new edition of the classic sci-fi adven¬ 
ture game, energized for the 21st century! Gamma 
World Player's Handbook pays homage to the classic 
editions of years past, while incorporating entirely new 
concepts certain to appeal to fans new and old. Play 
humans, mutants and new races created in the chaos of 
the Final Wars, out not just to survive but to thrive in the 
midst of danger and mystery. Hardcover. 

Gamma World books are published under license 
with Wizards of the Coast and are 100% compatible 
with d20 rules. 

ISBN: 1 -58846-069-X Stock #: WW17250 

Retail Price: $34.95 U.S. Page Count: 224 

Authors: Ian Eller, Mikko Rautalahti, Geoff 
Skellams, and Lizard 
Developer: Bruce Baugh 
Artists: SSS staff 
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Player's 
Guideto 
Monks and 
Paladins 7 


TNI 


The Dedicated & 
the Devoted 

There are those who pursue 
adventuring as a means to glory 
and riches... then there are those 
who battle chaos and evil in 
dedication to a higher cause. Whether they take up 
sword and shield in the name of what is righteous and 
just, or master physical arts in the eternal quest for 
perfection of mind, body and spirit, these champions 
are anything but ordinary. 

lUnlockthe Power of Devotion 

This is the fifth sourcebook in the essential Player's 
Guide Series from Sword & Sorcery Studios™, detailing 
| the incredible abilities granted to monks and paladins. 

This Player's Guide is published under the Open Game 
License and is 100% compatible with revised 3rd Edition 
rules and the d20 System. 

ISBN: 1-58846-094-0 Stock #: 8305 

(Retail Price: $23.95 U.S. Page Count: 144 

Authors: Deirdre Brooks, C.A. Suleiman 
& Jack Geiger 

Developer: Joseph D. Carriker, Jr. 

Artists: SSS staff 
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The Faithful 
and the 
Forsaken™ 

Dark Dwarves 
and Lost Elves 


* m 
% 


Once, the high elves com¬ 
manded a powerful empire, 
opposed only by the wicked 
charduni - ferocious evil 
dwarves with a thirst for con¬ 
quest. Today, both races are a mere whisper of their 
former selves. The elves went from high to forsaken as 
they lost their god, while the charduni's vast kingdom 
crumbled to a small remnant. 

The Search for Salvation 

Yet change is in the wind. Hope of possible salvation 
rouses the forsaken elves. The dark dwarves also stir, 
determined to regain the favor of their dread god, 
Chardun. And as two fallen races struggle for redemption, 
the conflict of ancient enemies threatens to begin anew. 

Sword & Sorcery books are published under the 
Open Game License and are 100% compatible with 
revised 3rd Edition rules and the d20 System. 

ISBN: 1 -58846-137-8 Stock #: WW8317 

Retail Price: $19.95 U.S. Page Count: 112 

Authors: Ben Lam and Rhiannnon Louve 
Developer: Anthony Pryor 
Artists: SSS artists 



Ravenloft 
Gazetteer IV 

Strange 
Creatures Stalk 
the Realms 

Terror and intrigue govern the 
realms, from Invidia's cursed 
ruling family to the savage heart 
of Verbrek's dark forests, from 
the ruthless and doomed ruler of 
Valachan to the vicious lord of 
the shattered land of Sithicus. The danger and chal¬ 
lenges that these realms present tempt the hardiest of 
souls and lure countless adventurers to their doom. 




Can True Heroes Survive? 

The fourth Gazetteer provides a deeper look at the 
lands of Invidia, Verbrek, Valachan and Sithicus... and 
of the sinister creatures who rule them. Perfect for single 
adventures and ongoing campaigns, Ravenloft Gazet¬ 
teer IV is useful for both players and Dungeon Masters. 

Ravenloft® books are published under license with 
Wizards of the Coast and are 100% compatible with 
revised 3rd Edition rules and the d20 System. 

ISBN: 1-58846-087-8 Stock #: 15023 

Retail Price: $25.95 U.S. Page Count: 160 

Authors: James Lowder, John Mangrum, 
Anthony Pryor and more 
Developers: Jackie Cassada and Nicky Rea 
Artists: SSS staff 
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The Diamond 
Throne' 


TM 


The Malhavoc 
Handbook II 

The August release of Monte 
Cook's Arcana Unearthed, the 

first Malhavoc Handbook, chal¬ 
lenges players everywhere with 
new options and choices. This 
book supports those options with 
new rules and provides GMs 


with supplemental material of their own. 

Go Beyond 
Arcana Unearthed! 


Features of this exciting new book from 3rd 
Edition co-designer Monte Cook include 10 new 
prestige classes based on the Arcana Unearthed 
classes; dozens of new monsters; hundreds of new 
magic items that build on the new feats and spells in 
Arcana Unearthed; and the basics of the Malhavoc 
Handbook setting: the lands of the Diamond Throne. 

Sword & Sorcery books are published under the Open 
Came License and are 100% compatible with 3rd 
Edition rules and the D20 System. 

ISBN: 1-58846-057-6 Stock #: 16141 

Retail Price: $18.95 U.S. Page Count: 96 

Author: Monte Cook 
Artist: Sam Wood 




Creature BiKRt 
Collection III: 

Savage 
Bestiary" 

Inhabitants of a 
Savage Land 

The realm of fantasy is rife with 
creatures both monstrous and awe¬ 
inspiring. Strange beasts may be 
found in trackless jungles, invin¬ 
cible mountain ranges, mighty 
rivers and frigid wastes. Unusual races — charduni 
dwarves, forsaken elves and species even more myste¬ 
rious — pose enormous challenges to those heroes who 
brave the lands of adventure. 

More Monsters Revealed! 

This latest volume of the wildly popular Creature Collec¬ 
tion" ' series presents a host of new creatures for use i n your 
3rd Edition d20 fantasy campaign. Creature Collection III 
contains bizarre monsters of Termana, amazing new 
humanoid races, and much more! Hardcover. 

Sword & Sorcery ™ books are published under the Open 
Came License and are 100% compatible with revised 
3rd Edition rules and the d20 System. This book contains 
creatures that can be added to any ongoing campaign. 

ISBN: 1-58846-138-6 Stock #: WW8303 

Retail Price: $29.95 U.S. Page Count: 224 

Authors: SSS staff 

Developers: Joseph Carriker and Anthony Pryor 
Artists: SSS Artists 
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Monsters of 
Luclin™ 


f + C 


Forget Goblins- 
FightGrimlings! 

The moon of Luclin teems with 
monsters thelikesofwhich heroes of 
Norrath have never seen. The crea- 
turesoften encountered on theworld 
of Norrath are not in evidence on 
this lunar landscape. New dangers 
live here, in places like the rugged 
Umbral Plains and the airless sur¬ 
face region known only as the Grey - from exotic beasts 
to powerful and legendary foes that stalked the surface 
of Norrath itself in ancient times. 

Dread Horrors, Not Dragons 

Monsters of Luclin contains statistics and descrip¬ 
tions of over 100 original monsters, including such 
fresh faces as umbrous toilers, lightcrawlers, fungoids 
and unique, epic-level opponents such as Emperor 
Ssraeshza himself! 

EverQuest: Role-Playing Came books are published 
under the Open Game License. 

ISBN: 1 -58846-064-9 Stock #: 16514 

Retail Price: $21.95 Page Count: 128 

Author: Anthony Pryor 
Developers: Stewart Wieck and Scott 
Holden-Jones 

Cover Artist: William O'Connor 





S*E 


SONY ONLINE 
ENTERTAINMENT 


Mutants and 
Machines™ 

The Wildlife of a 
Ruined World 

Once, not so long ago, scien¬ 
tists played with genes like toys, 
and created computers that 
thoughtand dreamed. Then came 
the Final Wars, and the rise of the 
Gamma World. Now, new spe¬ 
cies of plants and animals fill the 
places humanity once ruled, and things that were once 
tools prey on the descendants of their makers. 

Machines ThatThink... and Hunt 


This first supplement for the popularGamma World® 
campaign setting covers things both animal and 
mechanical that roam the post-apocalyptic future. 
You'll find descriptions of mutated creatures and of 
electronic "species," with rules for use as both mon¬ 
sters and as player characters. Hardcover. 

Gamma World books are published under license 
with Wizards of the Coast and are 100% compatible 
with d20 rules. 

ISBN: 1-58846-067-3 Stock #: WW17252 

Retail Price: $34.95 U.S. Page Count: 224 

Authors: Patrick O'Duffy, Charles Wendig, 
David A. Wendt and more 
Developer: Bruce Baugh 
Artists: SSS staff 
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City State of 
the Invincible 
Overlord™ 



NECROMANCER 

GAMES 


Return to the City State 

Scour the slave markets of the 
Invincible Overlord, solve the mys¬ 
tery behind the temple tempters or 
delve into the intrigues of the Black 
Lotus. Crawl through thecatacombs 
beneath the city, and encounter the 
minions of the Wraith Overlord! 

The First And Best Fantasy City of All Time 

J udges Gu i Id's City Slate of the Invincible Overlord has 

been updated for today's gamer. Nothing ever produced 
can compare to its scope and scale. It contains over 300 
fully detailed shops, hundreds of interesting NPCs and a 
full color fold-out map of the city. For the first time ever all 
in one place, you'll find the original City State pi us content 
from the rare Judges Guild module Wraith Overlord. 
Thousands of hours of adventure are all in this one huge, 
fantastic sourcebook! Hardcover. 

Sword & Sorcery books are published under the Open 
Came License and are 100% compatible with 3.5 rules 
and the d20 System. 

Stock #: 8393 
Page Count: 240+map 

Authors: Patrick Lawinger, Bob Bledsaw and Bill Owen 
Developers: Clark Peterson and Bill Webb 
Artists: SSS staff 


ISBN: 1-58846-990-5 
Retail Price: $34.95 U.S. 




Cavernsof 
Thracia™ 

A Lost Civilization 

Beneath the lost ruinsof Thracia 
are the vast caverns of a once 
great civilization. While a death 
cult rules the surface, the Minotaur 
King and his beast men lurk far 
below. Descend even deeper 
into the darkness and discover a 
lost and arcane world that waits 
for those brave enough to enter! 

A Classic Reimagined 

Necromancer Games and Judges Guild have teamed 
up to expand and update the classic module Caverns 
of Thracia for revised 3rd Edition. Designed for char¬ 
acters 4th level and higher, the Caverns of Thracia is 
a mini-campaign setting that presents intricate plots 
and exciting adventures. Including the original classic 
as well as additional dungeon levels, new magic items 
and never before encountered foes! 

Sword & Sorcery books are published under the 
Open Gaming License and are 100% compatible with 
3.5 Edition rules and the d20 System. 

ISBN: 1 -58846-991 -3 Stock #: 8392 

Retail Price: $29.95 U.S. Page Count: 160+map 

Author: James Collura, based on material 
by Paul Jaquays 

Developers: Bill Webb and Clark Peterson 
Artists: SSS staff 
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Anger of 
ft Angels™ 


i, 


Paradise Lost? 

The sanctity of Heaven was 
shattered when prideful angels 
rebelled. Though the fallen host 
was cast out, the battle between 
Heaven and Hell rages on, with 
mortals becoming pawns on 
both sides. 


Wage Heavenly War! 

Anger of Angels gives you the tools to run a 
campaign amid the struggle between Heaven and 
Hell, whether in a standard fantasy or a more modern 
setting. Use angels and demons as supernatural 
advisors and manipulators, or allow angelic and 
demonic player characters to take the field. The book 
details 10 new kinds of angels and a dozen new 
demons, describes archangels and the lords of Hell, 
maps out Heaven and Hell, and offers new feats, 
classes, mortal organizations, and angelic and de¬ 
monic magic. 

Sword & Sorcery books ore published under the Open 
Came License and are 100% compatible with 3rd 
Edition rules and the d20 System. 

ISBN: 1-58846-060-6 Stock #: 16131 

Retail Price: $21.95 U.S. Page Count: 128 

Author: Sean K. Reynolds 
Artist: Alan Pollack 



Realms of 
Norrath: 
Forests of 
Faydark™ 

An Idyllic Elven 
Paradise 

The enormous forest of Faydark 
dominates the entire northern 

landscape of the continent of 
Faydwer. This expanse is home 
to many of Norrath's elvish races. The Feir'Dal, or 
wood elves, live primarily in their treetop city of 
Kelethin, while the Koada'Dal, their high elf cousins, 
live in the marble-walled city of Felwithe on the edge 
of Faydark. 

Surrounded by Evils Untold 

This sourcebook is the first to present information 
about the continent of Faydwer, home to four player 
character races. The elves that dwell within the forest get 
special attention - as do the countless forces poised 
against them, such as the ore empire of Crush bone and 
the vampiric sorcerer Mayong Mistmoore. 

EverQuest: Role-Playing Came books are published 
under the Open Game License. 

ISBN: 1 -58846-133-5 Stock #: 16513 

Retail Price: $23.95 Page Count: 144 

Authors: SSS Staff 

Developers: Stewart Wieck and Scott 
Holden-Jones 
Cover Artist: Mark Smylie 
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Solusek's 

H TM 

Eye 

As Near Lord 
Nagafen 
You Dare Step 

The mouths of two caverns are 
set i n a cl iff edge overlooki ng an 
^ enormous lake of lava. Actu¬ 
ally, the caverns are not mouths 
so much as a pair of eyes... 
each glaring across the lava to 
the entrance of the fabled Temple of Solusek Ro. Even 
those adventurers daring enough to enter that temple 
know that dark and dangerous forces hide behind 
each eye, including the dragon Nagafen himself. 

Out of the Pot, Into the... Lava?! 

Solusek's Eye contains adversaries aplenty — in¬ 
cluding the environment itself! This adventure 
sourcebook details this dungeon's many dangers, 
from the fire and lava goblins and their enormous 
keep, to the fire giant wizards, sonic bats and death 
beetles that guard a dragon's lair. 

EverQuest: Role-Playing Game books are 
published under the Open Came License. 

ISBN: 1-58846-062-2 Stock #: 16522 

Retail Price: $18.95 U.S. Page Count: 96 

Authors: SSS Staff 

Developers: Steward Wieck and Scott Holden-Jones 
Cover Artist: Eric Polak 
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Alliance and 
Horde 

Compendium 

Reinforcements 
Have Arrived! 

Humans and ores are far from 
the only races on the war-torn 
world of Azeroth. Magic-wield¬ 
ing blood elves, powerful trolls 
and many more races have come 
forth to fight the malevolent Burning Legion and the 
undead Scourge... and one another. 

Lead Your Army to Victory! 

Individual heroes skirmish and mightyarmiesclash in 

t this core sourcebook for Dungeons & Dragons® 
Warcraft® Roleplaying Game, based on the popular 
series of Warcraft real-time strategy computer games. 
The Alliance and Horde Compendium offers more new 
races, prestige classes, spells, and equipmentto take up 
arms against the enemy. Also included are mass 
combat rules and material from Blizzard's new Warcraft 
III: The Frozen Throne™ RTS expansion! 

Sword & Sorcery books are published under the Open 
Came License and are 100% compatible with revised 
3rd Edition rules and the d20 System. 

ISBN: 1-58846-063-0 Stock #: 17202 

Retail Price: $21.95 Page Count: 128 

Authors: Bob Fitch, Chris Metzen, James 
Maliszewski and more 
Developer: Mike Johnstone 
Cover Artist: Samwise Didier 
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Out of the 
Vaults™ 

Buried Secrets 

The warriors and scholars of 
the Final Wars hid many of their 
best tools and weapons. Centu¬ 
ries later, many of those secrets 
still wait for someone to dig 
them up and turn them loose... 
for good or evil. 

Super-Science 


Unleashed 




What did the people fighting the Final Wars deem 
too terrible, or too unimportant, to let anyone know 
about? This essential Gamma World® sourcebook 
lays it all out — from nanotechnology to cybernetics 
and from weapons to vehicles. It also contains new 
rules for analyzing mysterious technology and for 
improving the technological level of the heroes' tribe. 

Gamma World books are published under license 
with Wizards of the Coast and are 100% compatible 
with d20 rules. 

ISBN: 1-58846-022-3 Stock #: WW17253 

Retail Price: $21.95 U.S. Page Count: 128 

Authors: James Maliszewski and John Snead 
Developer: Bruce Baugh 
Artists: SSS staff 








Order Book: 
Gabrielites™ 

The Warriors of 
the Lord 

The Gabrielites are often 
called judges of life — or an¬ 
gels of death. Once, their 
Heaven lay outside the gates of 
Nuremberg, but today it is the 
city's center, towering above 
one of Europe's largest squares. 

The influx of people seeking 
shelter under the order's wing has been never ending 
since the dawn of the new era. From all over Europe, 
people seek refuge with the Gabrielites. 

The Force of the Winnowing 

Order Book: Gabrielites is a key sourcebook for 
Engel™, Europe's finest roleplaying game — now in 
English! Two books for the price of one, it reveals both 
the inner structures of the angelic Gabrielites and the 
status of 27th-century Nuremberg, the "secret capital 
of Europe." Wander through the wondrous floating 
city of the black-clad warrior angels. Learn the prob¬ 
lems that the amassing refugees—and other dangers 
— pose to the angelic order. 

ISBN: 1-58846-073-8 Stock #: WW17006 

Retail Price: $19.95 U.S. Page Count: 96 

Authors: Oliver Hoffmann and Oliver Graute 
Developers: Oliver Graute and Oliver Hoffmann 
Artist: Tobias Mannewitz 
























































Blood Bayou 

(8328) 

1-58846-145-9 

$18.95 US 

Burok Torn: City Under Siege 

(8326) 

1-58846-187-4 

$17.95 US 

Calastia: Throne of 

the Black Dragon 

(8324) 

1-58846-181-5 

$17.95 US 

Creature Collection II: 

Dark Menagerie 

(8301) 

1-58846-160-2 

$24.95 US 

Creature Collection Revised 

(8302) 

1-58846-111-4 

$29.95 US 

Divine and the Defeated: 

The Gods & Titans of 
the Scarred Lands, The 

(8311) 

1-58846-165-3 

$24.95 US 

Hollowfaust: 

City of the Necromancers 

(8322) 

1-58846-163-7 

$19.95 US 

Hornsaw: Forest of Blood, The 

s (8323) 

1-58846-166-1 

$17.95 US 

Mithril: City of the Golem 

(8321) 

1-58846-162-9 

$17.95 US 

Penumbral Pentagon, The 

(8316) 

1 -58846-185-8" 

$18.95 US 

Player's Guide to 

Clerics and Druids 

(8308) 

1-58846-148-3 

$23.95 US 

Player's Guide to 

Fighters and Barbarians 

(8307) 

1-58846-149-1 

$23.95 US 

Player's Guide to 

Rangers and Rogues 

(8309) 

1-58846-147-5 

$23.95 US 

Player's Guide to Wizards, 

Bards and Sorcerers 

(8306) 

1-58846-110-6 

$23.95 US 

Relics & Rituals 

(8310) 

1-58846-159-9 

$24.95 US 

Relics and Rituals II: Lost Lore 

(8314) 

1-58846-182-3 

$25.95 US 

Scarred Lands Campaign 

Setting: Ghelspad 

(8325) 

1-58846-184-X 

$24.95 US 

Scarred Lands 

Campaign Setting: Termana 

(8341) 

1-58846-142-4 " 

$29.95 US 


Scarred Lands Dice 
1-58846-169-6 

(8399) 
$6.99 US 

Scarred Lands DM's Screen 

1-58846-170-X 

(8313) 
$8.95 US 

_Scarred Lands Gazetteer: 

Ghelspad 

1-58846-161-0 

(8320) 
$8.95 US 

_Scarred Lands Gazetteer: 

Termana 

1-58846-186-6 

(8340) 
$10.95 US 

Secrets & Societies 
1-58846-183-1 

(8315) 
$13.95 US 

Serpent and the Scepter, The 
1-58846-118-1 

(8333) 
$10.95 US 

Serpent Citadel 
1-58846-144-0 

(8334) 
$10.95 US 

Serpent in the Fold 
1-58846-120-3 

(8332) 
$10.95 US 

Shelzar: City of Sins 
1-58846-146-7 

(8327) 
$21.95 US 

_Vigil Watch: 

Warrens of the Ratmen 
1-58846-164-5 

(8330) 
$13.95 US 

Wilderness and Wasteland 
1-58846-121-1 

(8331) 

$12.95 

Wise and the Wicked, The 

1-58846-167-X 

(8312) 
$17.95 US 



Fiction 



Champions of the Scarred Lands (11660) 
1 -58846-808-9 $6.50 US 



The Dead God Trilogy 


Scarred Lands: 

Forsaken (Book 1) (11661) 

1 -58846-809-7 $6.50 US 

Scarred Lands: 

Forsworn (Book 2) (11662) 

1-58846-810-0 $6.50 US 

Scarred Lands: 

Forbidden (Book 3) (11663) 

1-58846-811-9 $6.50 US 






Al'Kabor's Arcana 

(16503) 

1-58846-130-0 

$29.95 US 

Befallen 

(16520) 

1-58846-129-7 

$10.95 US 

_ EverQuest Role Playing 

Game: 

Player's Handbook 

(16500) 

1-58846-125-4 

$29.95 US 

_ EverQuest Role Playing 

Game: 

Game Master's Guide 

(16502) 

1-58846-127-0 

$29.95 US 

_ EverQuest Role Playing 

Game: 

Monsters of Norrath 

(16501) 

1-58846-126-2 

$29.95 US 

Realms of Norrath: Freeport (16510) 

1-58846-128-9 

$23.95 US 

_ Realms of Norrath: 


Everfrost Peaks 

(16511) 

1-58846-131-9 

$26.95 US 

Temple of Solusek Ro 

(16521) 

1-58846-132-7 

$12.95 US 




Champions of Darkness 

(15003) 

1-58846-081-9 

$21.95 US 

Denizens of Darkness 

(15002) 

1 -58846-077-0 

$21.95 US 

Heroes of Light 

(15030) 

1 -58846-082-7 

$21.95 US 

Ravenloft Campaign Setting 

(15000) 

1 -58846-075-4 

$29.95 US 

Ravenloft Dungeon 

Master's Guide 

(15004) 

1 -58846-084-3 

$34.95 US 

Ravenloft Gazeteer 1 

(15020) 

1 -58846-080-0 

$24.95 US 

Ravenloft Gazetteer II 

(15021) 

1 -58846-083-5 

$24.95 US 

Ravenloft Gazetteer III 

(15022) 

1 -58846-086-X 

$24.95 US 

Ravenloft Tarokka Deck 

(15049) 

1 -58846-090-8 

$21.95 US 

Secrets of the Dread Realms 

and Dungeon Master's Screer 

i (15001) 

1 -58846-076-2 

$14.95 US 









Van Richten's Arsenal Volume I (15010) 
1-58846-079-7 $24.95 US 

Van Richten's Guide to 

the Walking Dead (15011) 

1-58846-085-1 $22.95 US 



Dungeons & Dragons Warcraft 

the Roleplaying Game (1 7200) 

1-58846-071-1 $34.95 US 



Banewarrens, The 
1-58846-103-3 

Book of Eldritch Might, The 
1-58846-100-9 

Book of Eldritch Might II: 
Songs and Souls of Power 
1-58846-102-5 

Book of Eldritch Might III: 
The Nexus 
1-58846-105-X 


(16111) 
$17.95 US 

(16100) 
$10.95 US 

(16101) 
$12.95 US 

(16102) 
$18.95 US 


The Book of Hallowed Might (16103) 
1-58846-108-4 $10.95 US 


Demon God's Fane (16110) 

1-58846-101-7 $9.95 US 


If Thoughts Could Kill (16150) 

1-58846-106-8 $9.95 US 


Mindscapes (16151) 

1-58846-109-2 $18.95 US 


Monte Cook's Arcana Unearthed(1 6140) 
1-58846-065-7 $29.95 US 

Monte Cook's Arcana Unearthed 
Screen and Player's Guide (16142) 
1-58846-059-2 $15.95US 
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Requiem for a God 

(16120) 

1-58846-104-1 

$12.95 US 

Skreyn's Register: 

The Bonds of Magic 

(16130) 

1-58846-107-6 

$12.95 

When the Sky Falls 

(16121) 

1-58846-061-4 

$13.95 US 


k 1 i s ± 


Necropolis 

(8390) 

1-58846-116-5 

$29.95 US 

Prisoners of the Maze 

(8380) 

1-58846-189-0 

$11.95 US 

Raise the Dead 

(8377) 

1 -58846-096-7 

$15.95 US 

Rappan Athuk 1 

(8360) 

1-58846-164-4 

$9.99 US 



VICPOMA VC IF 
[1AM F =: 


Aberrations 
1 -58846-095-9 

Book of Taverns 
1 -58846-072-X 

Chaos Rising 
1-58846-099-1 

Crucible of Freya 
1-56504-485-1 

Demons and Devils 
1-58846-153-X 



Rappan Athuk 2 

(8361) 


1-58846-157-2 

$11.95 US 


Rappan Athuk 3 

(8362) 


1-58846-158-0 

$14.95 US 

(8379) 

Siege of Durgam's Folly, The 

(8370) 

1-58846-188-2 

$10.95 US 

SI 3.95 US 

(8374) 

Tomb of Abysthor, The 

(8351) 

‘ 1-58846-150-1 

$15.95 US 

$19.95 US 

(8375) 

Tome of Horrors 
' 1-58846-112-2 

(8387) 
$29.95 US 

SI 3.95 US 

(8350) 

What Evil Lurks 
1-58846-193-9 

(8371) 
$10.95 US 

$7.99 US 

(8354) 

Vault of Larin Karr, The 
1-58846-140-8 

(8373) 

$15.95 

$8.95 US 


Grey Citadel, The (8376) 

1-58846-098-3 $13.95 US 

Hall of the Rainbow Mage, The (8372) 
1-58846-113-0 $15.95 US 

A Lamentation of Thieves (8383) 

1-58846-093-2 $18.95 US 

Maze of Zayene 2: 

Dimensions of Flight (8381) 

1-58846-190-4 $11.95 US 


Maze of Zayene 3: Tower Chaos (8382) 

$11.95 US 

(8378) 
$13.95 US 


© 


1-58846-117-3 

Morrick Mansion 
1 -58846-097-5 



Creatures of the Dreamseed 

(17001) 

1 -58846-122-X 

$23.95 US 

Engel 

(17000) 

1-58846-123-8 

$29.95 US 

Engel: Pandoramicum 

(17002) 

1-58846-119-X 

$4.95 US 

Order Book: Michaelites 

(17005) 

1 -58846-073-8 

$19.95 US 




